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SPECIAL OGRE ISSUE 


' , That can you 
say about the 
one that start- 
ed it all? 

Ogre — along with 
its offspring, G.E.V. — 
is probably the most- 
discussed and best- 
loved microgame of all 
time. It is still widely 
played more than 20 
years after its introduc- 
tion as “MicroGame 
#1” and the game system is still being sup- 
ported today, albeit in a miniatures format. 

Ogre was the right design at the right time 
in 1977 and immediately struck a chord with 
traditional wargamers and science fiction fans 


alike. The system is 
simple to learn, but 
surprisingly difficult to 
master (witness the 
number of strategy 
articles printed over 
the years). 

This final issue of 
VINDICATOR is dedi- 
cated to the Ogre sys- 
tem and also to its fans. 
It’s also dedicated to 
the fact that had 
Metagaming released something such as 
Dimension Demons as its first product, there 
would not have been a “microgame revoiu- 
tion” powerful enough to change the way 
wargames were viewed and played. 


PASSING OF THE BATON — AGAIN 


announce that this is my last issue as edi- 

tor and publisher of VINDICATOR. 

But, to be honest, it’s also with a measure 
of relief that | make this announcement. 
More on the relief in a bit — first, here’s the 
news and information that will affect you, 
the VINDICATOR subscriber. 

I have agreed to turn over control of this 
newsletter to Kerry Harrison of Madhouse 
USA. Kerry’s latest gig seems to be acquir- 
ing gaming-related magazines, as he recently 
purchased the small-press FRACTAL SPEC- 
TRUM from Fractal Dimensions. If my 
understanding of Kerry’s plan is correct, he 
intends to fold VINDICATOR into FRAC- 
TAL SPECTRUM, a much larger magazine, 
most likely by including a special 


| is with genuine regret that I must 


CHECK OUT WINDIE ON THE WEB: 
~— WWW.MILLCOMM.COM/~FORHAN/VINDICATOR.HTML 


microgame-telated section in each issue. The 
whole endeavor will go by the title of GAM- 
ING SPECTRUM. 

The transaction Kerry and I recently 
agreed to is quite simple: I will forward to 
him my subscriber list and a small assort- 
ment of unused articles; in retum, Kerry will 
“buy out” the unpaid balance of each VIN- 
DICATOR reader’s subscription and apply it 
to a subscription to GAMING SPECTRUM. 
So, although no money has changed hands, 
we each have what we want. Madhouse USA 
gets a mailing list of loyal microgame-era 
fans and I get to keep whatever VINDICA- 
TOR-related money I’ve already put in the 
bank. 
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THE ULTIMATE G.E.V. 
SCENARIO GENERATOR / sucsrcwus: 


N 


gre and its more elaborate cousin, 
GEV, are wonderful games. So 
good, in fact, that a dedicated 


explained in more detail below. 


i Credit where credit is due 


This article is based in large part on an 


article entitled “Adding Fear and 
Loathing to GEV” by Timothy C. Wiedel, 
which appeared in both The Ogre Book 


The proper name of the :"|” Ogte/GEVplayer will quickly run into an 
: | annoying Catch-22 — the games are so 


game is actually“G.E.V."—: 
However, aftersome : | much fun to play that the scenarios 


debate, | concluded that ; 


dropping the periods was . | included with the games quickly become (1982, Steve Jackson Games) and Space 
on pyr ere | stale and predicatable. How many repeat Gamer No. 19 (1978, Metagaming). 


And, no, I'm not selling —1 : |” 


playings can the standard “Breakthrough” 
scenario withstand before a gamer’s 
attention begins to turn elsewhere? Even 
“Raid” — which seems to be most play- 
ers’ favorite GEV scenario, probably 
because of its inherent general mayhem 
— gets a little un-fun after 15 or 20 
encounters. 

Both the Shockwave and Ogre Rein- 
forcement Pack expansion sets offer addi- 
tional scenarios, but each suffers from at 
least one drawback. In the case of Shock- 
wave, the scenarios all tend to center 
around the new units introduced in that 
set, particularly lasers and cruise mis- 
siles; in the case of the Ogre Reinforce- 
ment Pack, no one seems to actually own 
the thing. I’m one of the few gamers I 

- know who actually has a complete copy. 

Hopefullythis article will help reverse 
these problems. 

Here's the basic premise: You and a 
gaming buddy have agreed to play a 
rousing session of GEV. However, you 
both agree that you’d rather dive face-first 
into a pile of moose-vomit than play 
another round of “Ceasefire Collapse.” 
And you’d rather taunt drunken, work- 
ing-class fans at an English soccer match 
than set up for another “Breakthrough” 
scenario. 

What you’ll do instead is roll up a ran- 
dom defending force, determine the map 
(or maps) used, the victory conditions, 
and the length of the game. 

Then you'll each secretly bid on a 
force you think can overcome the pre- 
determined enemy force, given the vic- 
tory conditions in place. You’ll compare 
bids. The high bidder will play the 
defender; the low bidder will use his 
force to attack. All of this will be 


However this article — which includes 
provisions for using the Shockwave 
expansion set, among other changes — 
goes far beyond the scope of Wiedel’s 
original effort. 

It would be accurate to state that the 
inspiration for this piece belongs to 


Wiedel. The thoughts, however, are of my-- 


own creation. 


lil Getting started 


The entire process of random scenario 
generation hinges on the creation of one 
of the two forces involved. This force, in 
theory, can be either the “attacker” or 
“defender” (or, in cases where such a 
distinction is not vitally important, the 
sides can be “East” and “West,” “first to 
move” and “last to move” or whatever). 


For purposes of creating GEV scenarios. 


it seems casier to create the defending 
force randomly. This is probably true for 
two reasons: first, three of the four origi- 
nal GEV scenarios placed a heavy 
emphasis on defense; second, most play- 
ers will prefer to play the attacking force 
— which they will have created them- 
selves — rather than a defending force 
that was determined randomly at an ear- 
lier point. It’s human nature. 

Okay, ready? Here we go: 

¢ To create a defending force, roll 
three six-sided dice (all die rolls will 
hereafter be referred to in shortand form; 
thus, three six-sided dice would by 3d6) 
and consult Table J. Experienced players 
will note that an average roll will result in 
the creation of a “standard” no-frills 
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: And Wiedel even admits in 
: his piece that he drew some 
: of his thoughts from Squad 
; Leader’s random scenario 

: generation rules. | think 

: there’s probably been ran- 

: domly generated scenarios 
: for just about as long as 

: there’s been wargames. 


; Random scenario genera- 

: tion is, of course, not limited 
: to GEV (although it’s a sys- 

: tem that lends itself particu- 
: larly well to the concept). 


in which the 


: worth of units can be actual- 
: ly quantified is a candidate 

: for home-brewed scenario 

: creation. All that's needed is 
: two willing players ... 


Credits 
Ogre, G.E.V, Shockwave, 
Ogre Miniatures, etc., are 
trademarks of Steve Jack- 
son Games, Inc. Nothing 


printed In this newsletter 
should be viewed as a 
threat to that trademark. 
Ogre-related artwork and 
use of content from the 
SJG Web-site has been 
authorized by Steve Jack- 
son. The distinctive look 
for all Ogres was originally 
conceived by Winchell 
Chung. Combine and 
Paneuropean fiags for the 
Ogre Web-site are by 
Richard Meaden. The 
publisher thanks each and 
every one of these individ- 
uals. 


dot 


The Superheavy Tank grew !"T° 
two Ogre APguns ; 
between Shockwave and: 
Ogre Miniatures. Players : 
should agree asto which : 
type of SHVY will be used. : 
Personally, | preferthe = 
Shockwave version — but, : 
then again, I'm old-school. : 


G.EU 
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defending force, while a roll at either 
end of the probability scale will bring into 
play some exotic combinations of units. 

¢ To determine which map or maps 
will be used, roll 2d6 and consult Table II. 
To state the obvious: If a Shockwave 
map is not available, do not roll on this 
table. Just grab a GEV map and have at it. 

¢ To determine where the attacker 
enters the board, roll 2d6 and consult 
Table Ill. 

¢ To determine whether or not rein- 
forcements will be available to either 
side, and the nature of the reinforcements, 
consult the Table IV series. Reinforce- 
ments always enter on the side opposite 
the attacker’s entry side. 

* To determine game length in tums, 
roll 2d6 and add 4, 

¢ To determine victory conditions, roll 
3d6 and consult Table V. 

An example of play, incorporating all 
of the above instructions, will be includ- 
ed at the end of this article. 


W Who gets to attack? 


First, a very important note: The val- 


ue of all units in this article is assumed to 
be expressed in armor units (as per stan- 
dard GEV rules), not victory points or just 
“points,” as they were eventually referred 
to in Ogre Miniatures (1992, Steve Jack- 
son Games). One strength point of 
infantry is the same as one-third of an 
armor unit — a 3/1 infantry, in other 
words, is worth one armor unit (as is a 
GEV, a Heavy Tank, and most other stan- 
dard Ogre/GEV units). 

The bidding process is actually quite 
simple. After randomly determining a 
defending force and a scenario, each play- 
er secretly develops an attacking force 
that he feels could achieve the stated vic- 
tory conditions. 

The players compare their forces. The 
high bidder (in terms of final armor unit 
total) plays the defending force; the low 
bidder attacks with the force he devel- 
oped. It’s time for shouts of “Game on!” 

The attacking force moves first in all 
cases. The defender sets up first — with 
his units covered — anywhere on the 
maps) , provided all units are five or 
more hexes distant from the map edge the 
attacker will enter. 
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Official Ogre/G.E.W. unit list 
Armor 
nit A-R-D-M Cost First appeared 

Heavy Tank 4-2-3-3 1 Ogre 

Missile Tank 3-4-2-2 1 Ogre 

GEV 2-2-2-413 1 Ogre 

Howitzer 6-8-1-0 2 Ogre 

Light Tank 2-2-2-3 1/2 G.E.V. 

Mobile Howitzer 6-6-2-1 2 G.E.V. 

Light GEV 1-2-1-4/3 1/2 Shockwave 
--Superheavy Tank 6-3-4-3 2 Shockwave 

GEV-PC 1-2-2-3/2 1/2 Shockwave 

Missile Crawler 0-0-2-1 3 SHOCKWAVE oereseseeseesssserseef 

Light Howitzer 3-7-1-0 1 Ogre Miniatures 

Infantry 
nit A-R-D-M Cost Fir r 

1 squad 1-1-1-2 18 Ogre 

1 Marines squad 1-1-1-2 2/3 Shockwave 

1 Hvy Weapons squad 1-1-1-2 28 Ogre Miniatures 

1 Combat Eng. squad 1-1-1-2 2/3 Ogre Miniatures 

1 Marine Eng. squad 1-1-1-2 5/6 Ogre Miniatures 


: Missile Crawlers and Cruise 
: Missiles are not recom- 

: mended for use in random 

: scenarios. They are a lot of 
: fun to play around with, but 
: tend to introduce too many 

: variables into a situation 

: that already has quite 

: enough variable factors of 

: its own. 


? Double-checking both 

: players for accuracy in their 
: figures is highly recom- 

: mended. 


SUBSCRIBERS! Phang says see back paye for new publisher contact information 


a 
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The defender’s pieces are uncovered at 
the end of the attacker’s first movement 
phase. 


WV Who wins? 


This is the simplest rule of all: 

* The attacker wins if he can fulfill the 
scenarios victory conditions by the end of 
the final game-tum. 

¢ The defender wins if he prevents this 
from happening. 


Another key to random scenario genera- 
tion is for the players to remain flexible. If a 
series of die-rolls produces a set-up that is too 
ludicrous or results in contradictory or con- 
fusing situations, then the players should 
feel free to either re-roll the dice or just 
agree to modify some of the results. 

Other thoughts: 

¢ A conversion table for Ogres is includ- 
ed with this article. However, players should 
agree beforehand on whether Ogres will be 
available to the attacking force. The “true 
cost” of Ogres is one of the last remaining 
debates among Ogre/GEV fans (the Cobb 
alogorithm [Space Gamer 69, May/June 
1984, Steve Jackson Games] seems to pro- 
duce accurate figures for almost any type of 
non-Ogre armor unit), but most agree that 
assigning a cost to Ogres only really solves 
about half the problem. There’s no way 
around it — using Ogres just brings an 
entirely different “feel” to any game of GEV 
That's not to say that letting the attacker use 
an Ogre would necessarily be bad in any 
way. But it will bring a whole new dimension 
to the game — that I can promise. 

* Obviously, if one or both of the players 
has any “home-brewed” units they’re par- 
ticularly fond of, that subject needs to be dis- 
cussed as well. Home-brewed units cannot 
be used unless agreed to by both players. 

A list of all known official Ogre/GEV 
units (all taken from Steve Jackson Games 
products) accompanies this article, 

¢ Since this form of random scenario gen- 
eration is so heavily based on GEV, the GEV 
rulebook should be considered the official 
source to double-check rules, settle disputes, 
etc. Should that fail, an answer can probably 
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Table | (8d6; defending force) 


41 
armor units 


3 Ogre and friends 


1 Mark V Ogre 
3 Heavy Tank 
4 Howitzer 
15 SP of infantry 
4 Howitzer line 
8 Light Howitzer 
6 Howitzer 
4 Mobile Howitzer 
24 SP of infantry 
5 Speed defense 
10 GEV 
12 Light GEV 
5 GEV-PC 
15 SP of infantry 
6 Ground troops 
24 SP of infantry 
12 SP of Marine infantry 
6 GEV-PC 
3 Howitzer 
7 Double Ogre defense 
2 Mark Ill Ogres 
8 Superheavy defense 
8 Superheavy Tank 
10 Heavy Tank 
6 Missile Tank 
9 Mixed armor / infantry 
8 Heavy Tank 
4 Missile Tank 
2GEV 
24 SP of infantry 
Mixed armor / infantry 
4 Heavy Tank 
4 Missile Tank 
4GEV 
8 Light Tank 
1 Mobile Howitzer 
15 SP of infantry 
11. Mixed armor 
6 Heavy Tank 


36 


23.5 


25 


34 


32 


10 23 


31 


Table il (206; maps) 
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12 


13 


14 


15 


16 


17 


18 


6 Missile Tank 

6 GEV 

10 Light Tank 

4 Mobile Howitzer 
Mixed armor 

4 Heavy Tank 

4 Missile Tank 

10 GEV 

8 Light Tank 

2 Howitzer 

Mixed armor / infantry 
4 Heavy Tank 

4 Missile Tank 

4 GEV 

4 Mobile Howitzer 

21 SP of infantry 
Ground troops 

24 SP of infantry 

9 SP of Marine infantry 
9 SP of Hvy. Weapons infantry 
6 GEV-PC 

2 Howitzer 

Missile Tank defense 
12 Missile Tank 

4 Heavy Tank 

4 Light Tank 

15 SP of infantry 
Ogre and groundtroops 37 
1 Ogre Mark IV 

24 SP of infantry 

6 SP of Marine infantry 
Light units 

12 Light Tank 

12 Light GEV 

10 Light Howitzer 

15 SP of infantry 

Big trouble 

1 Ogre Mark VI 

2 Ogre Mark III 


27 


27 


23 


27 


69 


Risse Dee eee se age Shockwave map to west of GEV map 
ec eae as eae ‘as ak Shockwave map to east of GEV map 
META Oey wuagc mbites sous: Shockwave map to north of GEV map 
TEAS Re: (ny eng Shockwave map to south of GEV map 
Ce. SPA RS. FSR GEV map only 


ke eae Ieee ae Shockwave map only 


Paneuropean flag 


Nihon flag 
Table ill (206; > from page 4 Table W (306; 
U 
a Pepe Western edge (although in many cases, players will haveto | 3-4, control river bridge: If only the GEV map 
Seager Southern edge | canver' from inches to hexes before they'll | ore unt on the ver bridge end no enemy unt 
B11... eke as astern edge sacar chek bbls phot 
12. eae Northern edge Dc npticnrenceamhod both river bridges the same fasion the 
e following is a made-from-scratch, desloge A debegeahd pe oak ol 
: c controlled. For pur, s of this scenario, nei- 
es home-brewed GEV scenario. The die rolls | ther side is allowed to wilfully fire leon a jal 
have been changed for dramatic emphasis. bridge (both sides want them intact). Also, the 
Table IW-A (206: Mie AES : defender can never end a movement phase 
* - The setting: Duke and Hank have gotten with a unit on a river bridge (too likely to draw 
reinforcements) Logs fora a game of 21st-century enemy fire into the hex). The attacker, of 
combat. They’ ve played all of the GEV course, is under no such compulsion — he 
2 .eee Attacker only scenarios; they eet Fea like playing with oy oe river bridge exes 0 wih 
y : : 3 2 ‘ , destroy reactor: Add one reactor 
3-8... . Defender only Shockwave Cruise Missiles; and they don’t and two hen towers to defender’s forces. 
aa: Attacker and defender have six hours to play an Ogre Reinforce- ~s on lasers: Add three laser towers to 
10-12. . No reinforcements er am ni =e 0°10, deatroy bridges: All ridges on ether or 
; 0 they decide to roll their own. both maps — both stream-crossings and river 
Table [-B (248 The die rolls: Taking tums rolling, here’s ree me Serdapitnrente fe ‘ee 
. } ; : A -12, ; five percen 
able (206; What our intrepid duo came up with ... the town hexes available for play muse be 
frequency of reinforcements) An8 on Table I, meaning the “superheavy destroyed. 
: defense” will be the defending force 19-16, sesape trem oppaekenay ange Tne 
Le Rein i Roll twice per turn A3.on Table II; both maps will el pay ch move Pe eo half of his force 
’ ’ in terms of armor units) o' em edge 
SS. silos Once per turn with the Shockwave map to the east. pgm ~— tote coca ey 
x ‘ : , cut the railroad track: A su train is due 
a as sie): 2 ov ta turn >a oe III; the attacker will enter ams nous after the current patie wil be 
Uk ee . fought. The attacker wins if he destroys just 
very third tum Another 7 on Table IV-A; the defender } onehex of raroad. Add two laser towers per 
will receive reinforcements. map to the defender's forces. 
% : 16-17, destroy administrative complex: Add 
Table WW-C (806; ; A3on = IV-B; u-oh — one rein- | one 60SP strongporn three 20SP ire. 
i orcement roll every turn. This roll will be ive buildings, and two lasers to the defender’s 
type of reinforcements) made overy tum on Table IV-C before the | £0"02S- All of the buildings (not the lasers) must 
3 Superheavy Tank ry $ie8 be destroyed. A building must be placed adja- 
trees vy defender’s first movement phase. Said rein- cent to at least one other building, with a limit of 
4-5... . Mobile Howitzer forcements will enter from the northern map sven per hex. The lasers can be placed 
ne 3/1 Marine Infantry edge (in any hex), since the attacker will | 48 destroy damaged Ogre: An earlier 
7-8....2Light Tanks begin the game from the south. engagement has left a damaged Ogre Mark V 
9-10. Missile Tank An 8 for the game-length roll; adding | 2 "sute 6.00 to determine the Ogre's curent 
44-4 5 Ht. GEV four, that gives us 12 full tums. status; if the Reinforcement Pack is not avail- 
-I2.. A 4on Table V; the attacker will have to me. ee “ ong numbers: all tread units 
is : : ey : royed, 2 missiles remaining, 1 main batte 
13 ....GEV-PC with 3/1 inf. os ol two of the three aid bridges. remaining, 2, secondary batteries remaining, 
14-15. . Heavy Tank 0, - soe up ae point what aa 8 - uns remaining. The defender can place 
“ ers are looking at: A 12-turn e, with the ré on any map, provided it is not within 
16-17. . 2Light GEV 6 gs eight hexes of a map edge. The attacker must 


18 ....3/1 Heavy Weapons 
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wey all of the Ogre’s weapons systems to 
n. 
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OFFICIAL OGRE/G.E.U PRODUCT LIST 


This information can also be viewed on the Web at 
www.sjgames.com/ogre/resources/udo.htmIThis list 
does not include actual miniatures released for use with Ogre 
Miiniatures. 


Ogre (first edition) 
Metagaming Concepts, 1977 (Microgame #1). Designed by 
Steve Jackson. Plastic bag; red/black/white rulebook cover by 
Winchell Chung. Map (8" x 14", white with black printing) 
counters (black, white and gray) and rulebook in a 4" x 7-inch 
bag. Print run: 8,000. Suggested retail price was $2.95. 


Ogre (second edition) 
Metagaming Concepts, 1977. Designed by Steve Jackson. 
Plastic bag; color rulebook cover by Clark Bradley, map (8- 
inch x 14-inch, cream with brown printing) and counters 
(black/white/gray), Print run: 20,000. Suggested retail price 
was $2.95. 


G.E.V. (first edition) 
Metagaming Concepts, 1978 (Microgame #8). Designed by 
Steve Jackson. Plastic bag; color rulebook cover by Winchell 
Chung, map (12-inch x 14-inch, cream with green and blue 
printing) and counters (blue and white). Print run: 30,000. 
Suggested retail price was $3.95. A superset of Ogre, com- 
pletely compatible but replacing the ramming rules of Ogre 
with overrun, and allowing limited stacking. 


Ogre (second edition, second printing) 
Metagaming, 1978. Designed by Steve Jackson. Plastic bag; 
color rulebook cover by Brian Wilson, map and counters as in 
second edition first printing. Print run: 20,000. Suggested 
retail price was $2.95. 


Ogre (second edition, third printing) 
Metagaming, 1979. Apparently just a reprint of the second 
Printing; we don't know whether the second Printing line was 
changed. Print run: 15,000. 


G.E.V. (second edition) 
Metagaming, 1979. Designed by Steve Jackson. Boxed (4- 
inch x 7-inch); color cover by Brian Wilson. Rulebook, 
redrawn map (12-inch x 14-inch, still cream with green and 
blue printing) and counters (blue and white) as in first edition. 
Print run unknown. Suggested retail price was $4.95. 

Ogre (third edition) 

Steve Jackson Games, 1982. Designed by Steve Jackson. 
Pocket Box; cover art by Clark Bradley (same as second Edi- 
tion). Color map painted by Denis Loubet, black-and-white 
two-sided counters, rulebook. Print run 20,000. Suggested 
retail price was $5.00. 


G.E.U. (third edition; not labeled as such). 
Steve Jackson Games, 1982. Designed by Steve Jackson. 


Pocket Box; cover art by David R. Diet- 
rick and Dave Martin. Color map painted 
by Denis Loubet, black-and-white two- 
sided counters, rulebook. Print run 
20,000. Suggested retail price was 
$5.00. 


MARKY 


GRE 


The Ogre Book 
Steve Jackson Games, 1982. Cover by 
Dave Martin, after the original Chung cover. 40 pages, reprint- 
ing various Space Gamer articles and letters about Ogre. 
Print run 10,000. Suggested retail price was $5.00. 


Battiesuit 
Steve Jackson Games, 1983. Designed by Steve Jackson. 
Pocket Box; cover art by Dave Martin. 21-inch x 32-inch 
green/brown map, four sheets of black/red/white two-sided 
counters, rulebook. Print run was probably 20,000. Suggest- 
ed retail price was $5.00. This game is set in the Ogre/G.E.V. 
background, but is on a different scale, where each counter 
represents a single battlesuited infantryman; it is not compati- 
ble. 


Ogre (third edition, second printing) 
Steve Jackson Games, 1984. Designed by Steve Jackson. 
As for first printing. Print run 15,000. Suggested retail price 
was $5.00. 


G.E.W. (third edition, second printing) 
Steve Jackson Games, 1984. As for first printing. Print run 
10,000. Suggested retail price was $5.00. 


: Shockwave 
Steve Jackson Games, 1984. Designed by Steve Jackson. 
Plastic bag; color rule sheet cover by Denis Loubet (same art 
as on the Ogre computer game). New rules and scenarios. 
Full-color map painted by Denis Loubet, red/blackAwhite 
counters and rules sheet. The map geomorphs with the 
G.E.V. map. Print run 20,000. Suggested retail price was 
$4.95. Nominated for the Origins Award for Best Science Fic- 
tion Game of 1984. 


Ogre computer game 
Origin Systems, 1986. Program design by Steve Meuse. Ver- 
sions were published for Apple !!, Commodore 64, Atari 
400/800/XL/XE, Atari ST, Macintosh, IBM and Amiga. Several 
different styles of promotional radiation warning badge were 
created, and each box included one. Retail prices were $40 
to $50, depending on system. A version of this game was also 
published in Japan. 


Ogre computer game poster 
Origin Systems, 1986. 16.5-inch x 23-inch, with the Denis 
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Loubet cover from the Ogre computer 
game. 


Ogre Reinforcement Pack 
Steve Jackson Games, 1987. Designed 
by Warren Spector; development by 
Steve Jackson and David Ladyman. 
Plastic bag; black/red/green rule sheet 
cover art by Ed Haddock. A scenario 
pack with extra components: four 
counter sheets from Ogre, G.E.V., and 
Shockwave, and one map each from 
G.E.V. and Shockwave. Print run 7,500. 
Suggested retail price was $4.95. 


Deluxe Ogre 
Steve Jackson Games, 1987. Designed 
by Steve Jackson. Boxed (9-inch x 12- 
inch); color cover by Denis Loubet 
(same illustration as on the Ogre com- 
puter game). Mounted mapboard paint- 
ed by Denis Loubet, full-color standup 
counters with plastic bases, d6 and rule- 
book. The rules are in principle the 
same as those of previous editions, but 
they were completely reorganized with- 
out the SPI-style case system number- 
ing. Print run 10,000. Suggested retail 
price was $16.95. 


Ogre blueprint poster 
Steve Jackson Games, 1987. Drawn by 
Kyle Miller. 17-inch x 22-inch blueprint 
with cutaway drawing of a Mark V. 


Ogre (Japanese edition) 
Hobby Japan, 1988. All rules in Japan- 
ese. 4-inch x 7-inch color box with origi- 
nal cover art, full-color map, black and 
white counters (redrawn), a small d6, 
and a rulebook. Print run unknown. 


Ogre / G.E.U. 
Steve Jackson Games, 1990. Designed 
by Steve Jackson. A 5-inch x 8-inch box 
with both games; the Ogre rules were 
designated 4th Edition and the G.E.V. 
rules 3rd Edition. Maps were exactly as 
in the 3rd edition of each game; coun- 


ters were two-sided and red/blackAwhite; 
rulebook was a combined book with 
Ogre rules on one front and G.E.V. rules 
on the other front. Print run 9,000, but 
only about 7,000 sets were assembled 
(the boxes were one-piece and very 
flimsy and many were rejected). Sug- 
gested retail price was $9.95. 


Steve Jackson Games, 1992. Designed 
by Steve Jackson. Color cover by Jeff 
Mangiat; 64 pages, full color throughout. 
Print run 8,000. Suggested retail price 
$14.95. Miniatures rules for Ogre; 
essentially the whole canon, including 
G.E.V. and supplementary rules, trans- 
lated directly to a miniatures format. 


Ogre Miniatures 
Steve Jackson Games, 1992. Print run 
12,000. Promotional giveaway. 


OGRE 
ARTICLE 
BIBLIOGRAPHY 


This information can be viewed on the 
Web at www.sjgames.com/ogre/arti- 
cles/biblio.html. 


Notes on the Ogre, by Steve Jackson. 
Space Gamer 9, 1976. 

The original designer’s article. Reprint- 
ed in The Ogre Book, 1982. 

Tank: Present, Future, Ogre..., by 
Charles R. Bowles. Space Gamer 10, 
1977. 

Present-day armor trends and how 
they could lead to cybertanks. Reprint- 
ed in The Ogre Book, 1982. (Followup 
letter, with author's corrections, in 
Space Gamer 11.) 

Duel, by Stephen V. Cole. Space 
Gamer 10, 1977. 

Fiction: a battle between Ogres. 
Reprinted in The Ogre Book, 1982. 
Continental Siege Aircraft, by Greg 
Costikyan. Space Gamer 11,1977. 

A highly unofficial variant with flying 
Ogres. Reprinted in The Ogre Book, 
1982 


Ogre: A Review, by Robert C. Kirk. 

Space Gamer 11, 1977. 

The first review published of Ogre. 

Reprinted in The Ogre Book, 1982. 

G.E.V., ae Jerry D. Bell. Space Gamer 

11,19 

Fiction: me afew GEVs stand up to an 

a Reprinted in The Ogre Book, 
982. 


fron Mountain, by J. Richard Jarvinen. 
Space Gamer 12, 1977. 

Game scenario, introducing the Mark 
\1IB. Reprinted in The Ogre Book, 
1982. 

Ogres and the Fuzzy Wuzzy Fallacy, 
by Lawrence Duffield. Space 

Gamer 12, 1977. 
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defender receiving one reinforce- 
ment per tum, and the attacker 
seeking to control two of the three 
river bridges on the combined 
GEV and Shockwave maps. 

The bidding process: Here we 


will delve into the minds (such as 
they are) of both players as they 
mull over their potential attacking 
forces ... 

Both players have already 
agreed on a couple of points 
(without telling each other, of 
course), First, the lack of infantry 


for the defender is a huge break 
for the attacker — no infantry 
means no tripled defense strength 
in town hexes. Second, control- 
ling the lone river bridge on the 
GEV map is almost mandatory, 
since it’s so far south that it can be 
reached in only a few turns. Final- 


ly, the defender’s reinforcements 
are going to be huge key to win- 
ning or losing ... 

Hank decides to fight big guns 
with bigger guns. He bids the fol- 
lowing: 


> to page 8 


~ Ogre Conversion Table 


Normally, | don't like to just lift 
information directly from a pub- 
lished product, but it seemed nec- 
essary in this case. The following 
chart lists armor unit equivalents 
for the various Ogre models; the 
information was originally pub- 
lished in the Ogre Reinforcement 
Pack (1985, Steve Jackson 
Games). This rule should be con- 
sidered optional — if both players 
do not agree that the attacking 
force can use Ogres, then they 


G.E.V 
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¢ Four Mobile Howitzers (to root out the expected resistance in...., 
the city complex to the southeast of the GEV river bridge). i 
¢ Four Heavy Tanks (to help clear a path for the Mobiles). 
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Hank, by the way, is a real 
person — although his name 
is not actually Hank. And he's 


. 4 3 . 2 never played Ogre or GEV 

Six GEV-PCs, each carrying a 3/1 infantry (to hold terrain : _ before. We're supposed to 
once it’s taken). ; pa op ang ence 

* Three 3/1 Marine Infantry (since so much action is likely to: Uke any geod ganas, Fn 
take place in water hexes). : going tot im soundly, 

¢ 12 GEVs (to attack on the Shockwave map; perhaps to deal acing ehh 
With reinforcements), Rrreranantsrnnesnnetvnnnnnnencbenrnnttssstsi 

¢8 LGEVs (to do the same). 


Total armor units is (8+4+9+6+12+8) 47. 


Duke divides the task up into thirds — an equal force to probe 


at each bridge. 


¢3 Mark II Ogres (an Ogre’s underwater capabilities could be 


should not be used. a key to winning). 
Mark leg ee eee os 5 ¢ 15 GEVs (movement on water again a factor). 
Mark Wis sercccs cna eae 9 ¢4GEV-PCs, each carrying a3/1 Marine Infantry (to take and 
Maris os ore Ss 17 hold ground). 
Fencetic ee a oe 24 Total armor units is (27+15+10) 52 
Mark IV, Mark V.2. 2220. . 25 Duke’ greed in wanting a three-Ogre strike team costs him. He 
Mark Vive es esc 35 loses a close bidding war and will play the defender against Hank’s 
forces. 
> from page 7 Encounters of an Unlikely Kind, by di! cone by J. D. Bell. Space Gamer 


How to mob an Ogre with small, cheap 
units. Reprinted in The Ogre Book, 
1982. 


Another @#$*%# Ogre Article, by 
Steve Jackson. Space Gamer 12, 
1977. 

Letters and responses, solution to the 
GEV problem, and more. Reprinted in 
The Ogre Book, 1982. 

Ogre: A Review, by William A. Peter- 
son. Space Gamer 12, 1977. 

Another review. 

BPC Subs, by Martin Halbert. Space 
Gamer 13, 1977. 

Unofficial variant: underwater Ogres. 
Reprinted in The Ogre Book, 1982. 
Ogre meets Starship Troopers, by 
Mike Lazich. Space Gamer 13, 

1977. 

Combining the two games. Reprinted in 
The Ogre Book, 1982. 

The Uncertainty Principle: Modifica- 
tions in Ogre, by Brian McCue. Space 
Gamer 14, 1977. 

Asystem for controlling an Ogre by ran- 
dom card draw, for solo play. Also 
includes a system for concealing dam- 
age to Ogres from the other players. 
Ogre Update, by Steve Jackson. Space 
Gamer 15, 1978. 

Changes from first to second edition 
Ogre. 

GEV — A Designer’s Introduction, by 
Steve Jackson. Space Gamer 17, 1978. 
Notes on the first release of GEV 
Reprinted in The Ogre Book, 1982. 


Mike Crane. Space Gamer 17, 
1978. 

Combining Ogre with Rivets. Reprinted 
in The Ogre Book, 1982. 

Your Mission, Should You Choose to 
Accept It, by John Howard Oxley. 
Space Gamer 17, 1978. 

Randomized multi-player scenario 
objectives. (Originally published as a let- 
ter to the editor.) Reprinted in The Ogre 
Book, 1982. 

Adding Fear and Loathing to G.E.V., 
by Timothy C. Wiedel. Space Gamer 19, 
1978. 

Optional rules and a random scenario 
generator. Reprinted in The Ogre Book, 
1982 


Playing the Odds in Ogre and G.E.V., 

by Roland Parenteau. Space Gamer 21, 

1979. 

Adiscussion of odds and the CRT. 

Reprinted in The Ogre Book,1982. 

Ice Ogre, by Timothy C. and Lynn 

Wiedel. Space Gamer 23, 1979. 

gy adapted for Metagaming's Ice 
ar. 

The Four Howitzer Defense in Ogre, 

by Chester Hendrix. Space Gamer 24, 

1979. 

Setting up a deadly static defense. 

Reprinted in The Ogre Book, 1982. 

Defensive Tactics and Strategy in 

G.E.V., by Tim Solis. Space 

Gamer 26, 1980. 

Defending against hovercraft raids. 

Ogre Q&A, Space Gamer 26, p. 29. 

Questions and answers. 


Fiction; not quite in line with Ogre canon, 
but well writien. Includes a 3-player sce- 
nario. 

Solitaire Ogre, by George Collins. 
Space Gamer 35, 1980. 

A “program” for running an Ogre for a 
solo game. 

G.E.V. Contest, by Phil Rennert. Space 
Gamer 39 (puzzle) and 42 (solution), 
1981 


Acontest to find the best moves in a 
combat situation. (There are comments 
on this in the letters column of No. 45.) 
Basic Ogre Defense, by Michael 
Nahas. Space Gamer 52, 1982. 

Setting up a defense without using how- 
itzers. 

Tournament Ogre/G.E.V., by Phil Ren- 
nert. Space Gamer 52, 1982. 

Play hints, by the winner of many tour- 
nament Ogre events. A sequel was the 
1984 “Riding the Shockwave.” 

Ogre Squash, by Rusty Lamont. Space 
Gamer 52, 1982. 

Agame variant involving making units 
out of clay and squishing them. 

The Lone GEV, by Michael Stackpole. 
Space Gamer 52, 1982. 

Fiction, introducing the Ogre Ninja. 
Includes game stats for the Ninja and 
Cub Ogres. 

Battlesuit, by Steve Jackson. Space 
Gamer 59, 1983. 

Complete game. Battlesuit was later 
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THE CLASSICS REVISITED: OLYIMPICA / sero 


Editor's note: All review categories are 
based ona 1- to 5-Vindie rating scale. 


Vital statistics 

Full title: Olympica (The UN Raid on 
Mars, 2206 AD) 

Publisher: Mctagaming (Microgame 
No. 7), 1978 

Designer: Lynn Willis 

Contents:24-page rulebook, 96 strip-cut 
counters, 8.5-by-14-inch map printed on 
orange-red paper. 


The conflict 

According to the brief “history” given on 
the inside cover and introduction to the rules, 
in the 22nd century a strange mechanistic 
religion called the “Web of Celebrance” 
turns itsfaithful into hive-minded servants of 
the WebMind, sort of like the Borg Collec- 
tive or Amway. In 2206, the WebMind takes 
control of the planetary defense screen of 
Mars and threatens to convert the “normal” 
population of that planet into Webbies. The 
UN decides to send a raiding force to obtain 
vital data from a WebMind generator station 
near Nix Olympica, the highest mountain on 
Mars, in advance of the invasion fleet mak- 


The Fy oH 


OLYNIPICA 


wt 90 "haw, SRR 


$5.95 


Quality of rules 


Clarity :Good. There are plenty of exam- 
ples of play, both with and without dia- 


grams. 
Complexity: Rather simple for experi- 
enced players but there are lots of “chrome” 
rules and units to keep things interesting. 
Effectiveness: The game situation is a 
straightforward “in-out” raid. Each turn is 
about one minute. VVUYVVVY 


Quality of play 


Mechanics: Simple, basic movement 
and combat, with variations for both players 
(compulsion, tunnelling and reinforcement 
phases for the Webbie player; drop and sec- 
ond movement phases for UN light 
infantry). Combat is odds-based, with the 
usual AR/DR/EX range of results, with a 
result called DUST that disrupts units as 
well. VVVV 

Fun: Both sides haye enough variety of 
units and choices to keep things interesting 
for repeated play. The higher combat factors 
of the UN units tend to produce more victo- 
ries as it’s easier for them to blast the Web- 


ing its way from Earth. 


Physical quality 


Rulebook Entirely in black and white, 
except for the full color covers; some dia- 
grams and interior illustrations by Paul 
Jaquays. 

The rules are well written and laid out in 
the standard Microgame format and language. 
There are also more background comments 
and game “history” than usually found in 


Microgames. VVVVV 

Counters: Strip-cut on thin cardboard: 
UN units are blue on white, Webbie units are 
white on blue. The graphics are simple and 
good compared to some of the garish schemes 
Metagaming came up with later. V¥VV 

Map: Shades of gray and black on deep 
orange paper to suggest the Red Planet, ugly 
but functional; the Combat Results Table 
andTurn Record Track are printed on the 
map. 


bies out of the way, so competitive players 
should play one game and then swap sides. 
vvVvVV 


Overall 
In my view, the first eight or nine of the 22 
Microgames that Metagaming released were 
the best of the bunch, and Olympica was one 
of the best of these. This was the first 
Microgame I ever bought, and it’s still one of 
my favorite SF games. VUVVV 
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The information I will be sending Kerry about each subscriber is 
as follows: 

1, Aname and mailing address (this one is pretty obvious). 

2. A balance, which will be calculated on the following scale. 

A. Six-issue subscribers will be credited $1.83 ($11 divided 
by six issues) for each issue owed on their subscription. Since most 
of you signed up after my initial free issue was mailed, you’ll be 
credited $3.66 (four issues received, two owed). 

B. Twelve-issue subscribers will be credited $1.66 for each 
issue owed. Again, most 12-issue subscribers signed up right away. 
Those individuals will be credited $13.28 (four issues received, eight 
owed). 

3. I will indicate to Kerry which subscribers should receive addi- 


tional credit for articles written. However, it will be up to him how 
he wants to handle this issue. Payment by subscription extension was 
my idea alone; | don’t think it’s fair to hold someone else to that 
standard. Those of you who have written articles for VINDICATOR 
will have to take up the matter with Kerry. Information of how to 
contact all three VINDICATOR publishers to date — Michael 
Friend, myself and Kerry — will be included with this article. 

Now to answer the question of “why”? Why did I agree to step 
down after only five issues and roughly 11 months of producing 
VINDICATOR? The main answer, as you might expect, is “time.” 

As muchas] love the old games discussed in these pages, and as 
much as I’ve appreciated the compliments many of you have passed 
along to me, I’ m just not able to give this newsletter the time it needs 
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VINDIE INVITATIONAL REACHES FINAL FOUR 


Metagaming’ big guns flexed their mus- 
cles in the quarterfinal round of the prestigious 
VINDICAT OR Invitational, with four of that 
companys most popular product lines advanc- 
ing to the tournament’s final four. 

Although the fate of the tournament itself is 


Of course, that’s almost the same as asking “do 
you prefer fantasy or science fiction?” but 
we'll leave that debate for another day. Astute 
observers will also note that both of those 
product lines were designed by Steve Jackson 
— an argument could be made, in fact, that the 


Those who are interested are welcome to 
continue to e-mail me their votes and I will 
pass them along to the new publishers. | 
haven't the slightest idea, however, if they 
have any interest in resolving the final two 
rounds of this event. It’s probably best to con- 


up in the air, should it continue, a final con- Ogre/G.E. Vline should represent Steve Jack- _ tact them directly on that. 
frontation between the Melee/Wizard line and — son Games in this toumament more than it rep- It’s been fun. Thanks for your votes. 
the Ogre/G.E. V. line seems almost inevitable. resents Metagaming. — DR 
ROUND OF 16 QUARTERFINALS SEMIFINALS CHAMPIONSHIP 
Melee/Wizard (Metagaming) 
Melee/Wizard 
vs. Star Wiking (Dwaristar) 
Melee/Wizard 
Olympica (Metagaming) 
Olympica 
vs. Raid on iran (8. Jackson Games) 
Chitin:| (Metagaming) 
Chitin] 
vs. Robots (Task Force) 
Chitind 
ice War (Metagaming) 
ice War 
vs. Creat. That Ate Sheboygan (SPI) 
Ogre/6.E.U. (Metagaming/8J6) 
Opre/6.E.¥. 
vs. Sticks & Stones (Metagaming) 
Opre/G.EV. 
Revolt on Antares (TSR) 
Starfire 
vs. Starfire (Task Force) 
invasion of the Air-Eaters (Meta.) 
invasion of the Air-Eaters 
vs. intruder (Task Force) 
WarpWar 
WarpWar (Metagaming) 
WarpWar 


vs. GravArmor (Dwartstar) 


AUCTIONS 
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WINDICATOR AUCTION WATCH — FINAL EDITION 


This feature, which began life a couple of 
issues ago as “There’s Gold in Them Thar 
Games!” was really beginning to evolve and 
find its niche. Unfortunately, this will obviously 
be the last installment printed — or, to be more 
technically correct, printed by me. 

For this issue, I’ve tracked about a month's 
worth of eBay (www.cbay.com) auctions involv- 
ing not only Metagaming’s classic Microgame 
line, but also auctions from other publishers of 
classic-era minigames such as Task Force Games 
Games and TSR. 

Again, this article — as were all the others 
like it — is intended purely for informational use. 
I will repeat, word-for-word, the disclaimer that 
1 included last month. To wit: 

“The unique nature of the auction format 
needs to be taken into account in all cases. In oth- 
er words, there is always going to be a certain 
amount of luck and a certain number of difficult- 
to-control variables present in any auction. Tim- 
ing can be everything.” 

Put another way: Your mileage may vary. 

Items below are sorted by ending date of auc- 
tion. See eBay’s site for exact information as to the 
rules and regulations governing its auctions. 


End date Publisher Bids Final 
1/27/99 ee Metagaming 6 $13.00 
1/28/99 Saga: Age of Heroes TSR 3 $10.00 
1/28/99 Demons SPI 6 $10.50 
1/30/99 G.E.V. Steve Jackson Games 1 $24.00 
1/31/99 Necromancer Steve Jackson Games 5 $12.00 
1/31/99 Air Eaters Strike Back Metagaming 6 $10.50 
1/31/99 Helltank Destroyer Metagaming 5 $8.01 
1/3199 Starleader: Assault Metagaming 2 $4.25 
1/3199 Trailblazer Metagaming 4 $8.01 
1/3199 Artifact Metagaming 4 $8.01 
1/31/4999 Dimension Demons Metagaming 5 $8.01 
1/81/99 Invasion of the Air-Eaters Metagaming 4 $8.01 
1/31/99 Hot Spot Metagaming 4 $8.01 
1/81/99 Olympica Metagaming 2 $4.00 
299 Invasion of the Air-Eaters Metagaming 2 $5.55 
2/3199 Vampyre TSR 13 $34.00 
2/4199 Olympica Metagaming 4 $10.50 
2/5199 Graliquest Metagaming 3 $10.00 
2/699 Star Fleet Battles Task Force Games 2 $15.50 
2/8/99 Robots Task Force Games 2 $6.00 
2/8/99 Moon Base Clavius Task Force Games 1 $5.00 
2/8/99 Starfire lil Task Force Games 1 $5.00 
29199 Ogre Steve Jackson Games nobids ($9.99 minimum) 
2/1299 Starfire | Task Force Games 2 $2.26 
2/12/99 Remember the Alamo TSR 9 $17.77 
2/13/99 They've Invaded Pleasantville TSR 3 $13.03 
2/13/99 Stalin's Tanks Metagaming 2 $5.02 
2/4/99 Battlesuit Steve Jackson Games 6 $12.50 
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released separately in Pocket Box for- 
mat. 

Basic Ogre Strategy, by Steve Jack- 
son. Space Gamer.62, 1983. 

General strategy discussion. 

The Suicide Ogre: Goliath, by Tim 
Solis. Space Gamer 64, 1983. 

Variant Ogre designed for self-destruc- 
tion. Should be reworked for play bal- 
ance and consistency with the Shock- 
wave rules. 

The Golden BB: Critical Hits in Ogre, 
by Steve Jackson. Space 

Gamer 64, 1983. 

Optional rules for one-shot kills. Would 
be unbalancing in any scenario with only 
a few Ogres. 

Icepick, by Craig York and Steve Jack- 
son. Space Gamer 68, 1984. 

Game scenario and fiction. Introduces 
Laser Tower and other new units. 

A Beginner’s Guide to Map-Bashing, 
by Steve Jackson. Space Gamer 68, 
1984. 

How to make your own new maps for 
Ogre/G.E.V. 

A Formula for Determining Unit Costs 
in Ogre/G.E.V., by Henry Cobb and 
Steve Jackson. ' Space Gamer 69, 1984. 
A mathematical formula for determining 
the value of armor units. Note that Henry 
a he wants to make adjustments 
to this 


Riding the Shockwave: Analysis and 
Strategy, by Philip Rennert. 

Space Gamer 71, 1984. 

More play hints, by the winner of many 
tournament Ogre events. 

Operation Newspaper, by Steve Jack- 
son. Space Gamer 74, 1985. 

A Shockwave scenario involving a LGEV 
raid. 

Badlands, by Steve Jackson, Creede 
Lambard and Allen Varney. Space 
Gamer 74, 1985. 

Rules for playing Ogre, with different 
(very rough) terrain, on a Necromancer 
map. 

Warren, Jim Gould Left This In My 
Mailbox, by Jim Gould. Space 

Gamer 74, 1985. 

23 new Ogre units created by putting the 
Cobb algorithm into a spreadsheet. 
Some are credible; some allow unrealis- 
tic speeds or other attributes. 

New Units and Rules for Ogre/G.E.V., 
by Jeff Bolton. Space Gamer 74, 1985. 
Three (believable) new units, plus sug- 
gestions for infantry inside buildings. 
Godzilla 2072: Atomic Monsters in the 
World of Ogre!, by John 

Hurtt. Pyramid #1, May/June 1993. 
Creating movie monsters using Ogre 
stats, and destroying cities using Ogre 
rules. 

Ogre: The Factory States, by Mike 
Naylor and.David Graham. Pyramid 2, 
July/August 1993. 


An outline of history after the superpow- 
ers destroyed each other. 

“Ask the Ogre”, Pyramid 2, July/August 
1993. 

Steve Jackson answers questions. 
“Ask the Ogre”, Pyramid 3, Septem- 
ber/October 1993. 

Steve Jackson answers questions. 
“Ask the Ogre”, Pyramid 4, Novem- 
ber/December 1993. 

Steve Jackson answers questions. 
Destroy All Ogres!, by John Hurtt. 

BP hry 5, January/February 


ae stats for Mothra and Ghidrah. 
“Ask the Ogre”, in Q&A. Pyramid 5, 
January/February 1994. 

Steve Jackson answers questions. 
Ogre Mecha, by Marc A. Vezina. Mecha 
Press 12, April/May 1994. 

Adding mecha to Ogre Miniatures. Unof- 
ficial but lots of fun. 

“Ask the Ogre”, in Q&A. Pyramid 7, 
May/June 1994. 

Steve Jackson answers questions. 
Ogre Cyberwalkers, by Marc A. Vezina. 
Mecha Press 13, June/July 

1994. 

Giant walking Ogres to shoot back at 
those mecha ... 

“Ask the Ogre”, in Q&A. Pyramid 10, 
November/December 1994. 

Steve Jackson answers questions. 
Cartoons: TSG 25, pp. 27, 28.; TSG 26, 
p. 29; TSG 35, p. 21; TSG 42, p. 26 
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to be what I want it to be (witness, for 
instance, the lateness of this issue). The time 
issue became even more of a factor when I 
decided to enroll in night classes at the Univer- 
sity of California-Riverside, which is roughly 
an hour away from my home (ironically, I’m 
studying graphic design; in theory, VINDICA- 
TOR would have hopefully become better- 
looking with each issue). Work and school and 
family and trying to work out every so often 
consumes Virtually all of my time. Things such 
as publishing a fanzine that has more-or-less 
broken even money-wise tend to get pushed 
back. 

Kerry’ offer to assume control of my vast 
publishing empire actually came ata very for- 
tuitous moment, as I had already mentally 
decided to cease VINDICATOR publication, 
anyway — most likely with issue 6, and 
absolutely no later than issue 7, which would 
have given one-year subscribers an even bal- 
ance sheet. This way is better for everyone, | 
think. 

There is a second reason I agreed to Kerry’s 
proposal, however — exposure. These classic- 
era games that we all love and enjoy playing 
are going to receive much more exposure than 
I could ever hope to give them in a home- 
brewed newsletter with fewer than 100 sub- 
scribers. GAMING SPECTRUM is a profes- 
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sionally-produced magazine; VINDICATOR 
is produced by a harried guy with a Macin- 


tosh; GAMING SPECTRUM has a mailing .. - | 


list that requires more than one 8.5-by-11 inch 
sheet to view; as previously mentioned, I nev- 
er broke the 100 mark in terms of subscribers. 
In short, there’s really no comparison between 
the power of an actual magazine and the pow- 
er of a work-at-home newsletter. 

In closing, I’ll pass along the few details I 
know at this point about GAMING SPEC- 
TRUM. Currently, the magazine is on a quar- 
terly schedule, with plans to go bi-monthly 
soon. Areas of emphasis include microgames, 
small/alternative press 

RPGs, and play-by-mail games. And Kerry 
tells me that he has plans for his company to 


produce its own line of microgames in the near 


future ... 

I apologize in advance to any VINDICA- 
TOR readers who are disappointed that I’m 
stepping down or aren’t too keen about sud- 
denly becoming subscribers to a magazine 
they might not have ever heard of. I hope you 
all understand that my intentions are good — 
and I think you'll be getting a superior product 
once your GAMING SPECTRUM subscrip- 
tions kick in. 

It’s been a fun — and challenging — year. 
Thanks for your subscriptions, your comments 
and your su 

And remember — Vindie lives! 


vay 
CONTACT INFORMATION 
a MICHAEL FRIEND 
= P.O. Box 384 

= MANLius, N.Y. 

4 13104 

a Duke RITENHOUSE 
eee P.O. Box 4806 

2 PALM SPRINGS, CA 
= 92263-4806 

- DuKERIT@AOL.COM 
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GAMING SPECTRUM 
c/o CRAZY FOOLS 
PUBLISHING GROUP 

PO Box 5519 
ROUND Rock, TX 
78683-5519 
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